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SKILLS ATTACKS & SPELLCASTING 


PASSIVE WISDOM (PERCEPTION) 
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Common, Draconic, Elvish, 
Thieves' Cant 


Rapier, a shortbow, a 
quiver with 20 arrows, 
two daggers, leather 
armor, a burglar's pack, 
thieves' tools, a Dimir 
insignia, three small 
knives, a set of 

4) dark-colored common 
clothes an Orzhov 
insignia, a foot-long chain 
made of ten gold coins, 
vestments, a set of fine 
clothes, and a belt pouch 


Disguise kit, thieves' tools 
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RACE ALIGNMENT 


Dimir Operative (Orzhov Representative) 


BACKGROUND 


PLAYER NAME 


EXPERIENCE POINTS 


PERSONALITY TRAITS 


Sneak Attack (PH pg. 96) 
Cunning Action (PH pg. 96) 


False Identity (you are 
disguised to appear as a 
member of the Orzhov 
Syndicate most of the time, 
possess documents showing 
you are a member, have 
acquaintances among the 
Orzhov, and a role within their 
guild; at any time you can 


drop this persona and appear 
as though you are guildless) 
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